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A SECOND NEW BOOK OF 

PATIENCE GAMES 

I 

LifiGE (WITH Two Whist Packs) 

Begin by dealing eight cards as foundations to 
be built upon upward and according to suit. 
Deal the rest of the cards out in eight packets 
of twelve cards each, placing these below the 
row of foundation cards. 

First, if there are consecutive cards of the 
same suit in the row, build the higher on the 
lower. The spaces thus made are to be filled 
from packet No. i. 

Examine the packets, and if by transferring 
cards of the same suit to consecutive cards (of 
either higher or lower rank) you can set free 
some useful card for the top or foundation row, 
which we shall call the space packets, do so. 
In any case it is wise to keep consecutive cards 
together, as opportunities may come of putting 
out a sequence. Build upon the space packets 

II A 



2 LifeGE 

from the packets on the board, always making 
fresh spaces at every opportunity by trans- 
ferring a space packet bodily to another of the 
same suit whenever the lowest card of one 
packet is next higher than the top card of 
another. 

When no more cards can be moved either 
in space or bpard packets, No. i of the 
board packets should be re-dealt card by card 
from left to right upon the board packets, 
dealing the first card into the place of the 
packet itself. 

Now proceed as before, except that the 
spaces must be filled from packet No. 2, untU 
that packet is also exhausted or the game 
blocked ad before. In this manner continue 
with the remaining packets until the last has 
been re-dealt. 

The game now changes. A space can be 
filled from any exposed card on the board, and 
there is considerable scope for play, so as to 
unite the space packets and complete their up- 
ward sequence. Finished, the board will con- 
sist of four packets, each suit being doubled, 
and if, though all the cards are out, any one 
suit is divided between two packets, the game 
has failed. 
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Example. 



Foundation : 




Board : 










9 9 
9 9 
















S? 9 
9 9 




4> 









Put the 6 of diamonds on the 5. Fill the 
space with ace of hearts. Put the 7 of clubs on 
the 8. The cards uncovered now are : 




99 4 
99 ♦ 




Put the knave of diamonds on the 10 of 
diamonds in the foundation row. That allows 
the queen of diamonds to be moved and so 
makes another space, to be filled by the card 
that the knave of diamonds has freed. 
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II 

CHELTENHAM (with Two Whist Packs) 

Deal out thirty-two cards, face up, in f ourrows 
of eight cards each. If there are any aces or 
kings in these take them out and place them at 
the side, to be built upon, the aces upwards, the 
kings downwards. Should there be two aces 
or two kings of the same suit, choose for re- 
moval the one which would block the game 
the worse if left there. 

Now examine the board. There are eight 
columns, and those from which kings or aces 
have been taken can be rearranged, but the 
others must be played from bottom to top as 
they stand, so great care must be taken to 
arrange the free columns so as to release cards 
from the tied ones in the consecutive order in 
which they lie. Having done this fill up the 
spaces from the pack, placing each card where 
it will be most serviceable. Should an ace or 
king turn up which is already displayed, put it 
at the top of one of the " free " columns, where 
it will not block the game. You have again 32 

cards on the board. 

4 



CHELTENHAM 5 

Now begin to build on the kings and aces that 
are out, first from the bottom cards and then 
from those which these release {i.e. those next 
above them). When you can put out no more, 
continue from the pack, building on the aces 
and kings when you can, filling the spaces in the 
colmnns with cards soon to be wanted, and 
making a rubbish-heap of those which you do 
not dispose of in either of these ways. The 
management of the rubbish-heap is the chief 
play of the game, for a card once put into the 
columns can only be removed upon a king or 
ace packet, and yet, if the heap be allowed to 
get too large, the game may be also blocked for 
want of a card that is buried. 

Should no kings nor aces tinii up in the first 
deal it will be very unlikely that the game 
should come out, but with two or three columns 
available for rearrangement, and with skilful 
use of the rubbish-heap, it is, though difiGicult, 
not impossible. The rubbish-heap may not be 
turned, nor the *' free '* columns altered after 
they are once rearranged and filled up from the 
pack. 

There are two kings of hearts, so put out the 
one in the third column, as the other one in the 
eighth will be set free as soon as the king of clubs 
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is played. The king of spades is to be put out 
from the fifth and the ace of clubs from the 
seventh column. You have thus fom* coltunns 
that can be rearranged. In the third column 
move the 4 of spades to the bottom, leaving the 
4 of clubs and 8 of hearts as they are. In fifth 



Example. 



♦ ♦ 




8 


♦ 4- 




9 9 
9 9 




















9 

9 




9 
9 S? 




4 





column put the 6 of clubs into the vacant place, 
and move the queen of hearts to the bottom, 
with the two of diamonds above her. In seventh 
column move the 7 of hearts into the vacancy, 
and put the 5 of hearts at the bottom. In 
eighth column put the 6 of diamonds behind the 
2 of hearts, and put the king of hearts at the top, 
as it will not be wanted until the end. Fill up 
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all the vacancies. Suppose the cards you turn 
up from the pack are : 







Put the queen at the bottom of the third 
column, moving up the 4 of spades to make 
room for her. Put the 9 of hearts under the 
king in the eighth column. The 8 of clubs 
should be placed at the top of the seventh 
column. As the ace of diamonds goes out at 
once, another card must be turned up for the 
remaining vacancy before play is begun. 

If the cards turn up at all favourably you may 
clear the fourth column very soon. It is often 
advisable to keep vacant such a column, so as 
to be able to dispose of aces, kings, or other 
high cards which, if put in other columns, 
would block the game, and which, if left on the 
rubbish-heap, would bury desirable cards. 
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ST. HELENA (with Two Whist Packs) 

This game is said to have been invented by 
Napoleon the First in order to beguile the 
tedium of his banishment. Those who are 
looking forward to the abolition of Kaiserdom 
might express the hope that it may serve equally 
well to soothe the declining years of Wilhelm 
the Second. 

Pick out an ace of each suit, and a king of each 
suit, and range the four kings in a row imme- 
diately above the four aces. Deal out the re- 
mainder of the cards in twelve packets round and 
round these eight cards, beginning immediately 
above the first king, and proceeding in order as 
shown by the numbers in the diagram below. 

The four kings are to be built upon down- 
ward, and the four aces upward, both accord- 
ing to suit. As you deal round, any card that 
will buil(i is at once put on to its foundation 
packet, and the next card of the pack is dealt 
into the place that the former card would have 
occupied, with this proviso, Jiowever, that cards 

8 
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dealt in spaces i, 2, 5, 4 can be built only on 
the king packets, while cards dealt in spaces 10, 
g, 8, 7 can be built only on the ace packets. 
Cards that are dealt into spaces 5, 6, 11, 12 
can be built on to apy one of the eight packets 
indiscnminately. 

St. Helena Patience. 

(The Lay-out.) 





3 




4 









4- 













9 




8 






Thus, if the queen of hearts falls into place 4, 
it is at once put upon the king of hearts, and 
the next card of the pack is dealt into place 4. 
If the 2 of hearts be dealt into place 4, however, 
it caimot be put on to the ace of hearts, but 
must remain where it is. 

When aU the cards have been dealt round, 
the restriction as to building is relaxed. You 
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can now build from any one of the twelve outer 
packets on to any one of the eight foundation 
packets. Furthermore, if the uppermost cards 
of any two of packets i to 12 are of the same 
suit and next to each other in order, you may 
remove one of them and place it on the other* 
You may move which one of the two you 
please. For instance, if the top cards of three 
outer packets are the 7, 8, and 7 of spades, yon 
may put the 8 on the 7, and may then put 
the other 7 on to the 8. The foiu: kings and 
aces which have not been selected as founda- 
tions are to be treated exactly the same as the 
other cards of the pack ; an ace being next in 
order both to a king and to a deuce. . 

When the cards have^ all been dealt out, and 
no more can be built or shifted, the twelve 
outer packets are taken up without shufiiing in 
reverse order. No. 12^ is taken up first (face 
upward) ; on this is placed 11, then 10, and so 
on back "to I. The whole pack is then turned 
over (packet 12 thus coming uppermost, when 
the cards are held face downward) and the 
cards are dealt a second time, beginning at 
place I exactly in the same way as before. 
The original restriction as to building again 
comes into force, and the second deal is made 
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in all respects an exact repetition of the first. 
At the end of the second deal, the restriction 
again ceases to apply as at the end of the first 
deal. 

Three deals are permitted in all, the third 
deal being subject to just the same rules as 
the first and second. If at the end of the 
third deal you cannot complete all the eight 
packets, so that they appear as shown below, 
the game has failed. 

St. Helena Patience (completed). 







IV 

THE LOTTERY ^ (with Two Whist Packs) 

Select one ace and one king from each suit ; 
put the aces in a column on the left, and the 
kings in a column on the right. Between these 
two columns deal out, face upwar^s^from the 
remaining cards (the " stock '') four rows of 
three cards to a row. As you deal, count " i, 
2, 3 . . . 10, knave, queen *' ; and whenever 
the denomination of the card dealt coincides 
with the denomination which you count, throw 
out that particular card into a waste-heap, 
dealing.the next card from stock into the place 
that it would have occupied. When yon have 
by this method completed the four rows, add 
the next three cards from stock to the waste- 
heap, and then recommence the process of 
dealing and counting from the top once more. 
Continue thus Until the whole of the stock has 
been exhausted. 

The top C' exposed ") card of any packet may 
now be used to build upwards on the aces, or 

* Sec " Royal Prerogative," Game No. V. 

la 



THE LOTTERY , 13 

downwards from the kings, following suit. 
When you can do nothing more in this way, 
you fall back on the waste-heap, which are 
your store of " lottery tickets/' 

Taking the top card of these, you find it to 
be (say) a 6. This entitles you to take up the 
sixth packet of the twelve which have been 
dealt between the two original colunms, and to 
this packet the lottery ticket itself is added. 
If a king be taken up it is reckoned as be- 
longing to the twelfth (or queen) packet. 

You now examine the contents of your 
" prize packet," and use any suitable cards that 
you may find therein to continue building. 
This done, you are allowed to rearrange the 
remaining cards of the packet in whatever order 
you may deem the most advantageous, before 
replacing it in its original position. 

You then again draw the top card from your 
store of " tickets '' ; examine, build from, and 
rearrange the corresponding packet, and sq 
continue until all the " tickets " are gone. 

If, in the process of building, you exhaust the 
cards in any one of the packets, the place of the 
packet is to be left vacant until all the " tickets '' 
have been used up. 

Should a packet be exhausted, and a " tidcet " 
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for that particular packet subsequently be 
drawn, the " ticket " must be placed in the 
vacancy. 

Should there happen to be no vacant packets 
at this juncture, and no exposed card which you 
can build upon a foundation heap, the game has 
failed. But if there are vacant spaces, you may 
remove the top card of any packet and put it 
into one of the vacancies, and, if there be 
alternative ways of proceeding, you may ex- 
amine the contents of any packet, without alter- 
ing the order of its component cards, so as to 
help you to decide in which way it is most 
advantageous to proceed. 

Only one card can be moved at a time, and 
if, after the vacamt spaces are all filled, you are 
unable to go on building, you have lost, and 
must commence anew. If the game succeeds, 
the aces on the left will have aU been built up to 
kings, and the kings on the right will all have 
been built down to aces. 

As an example, supj^se that, on coming to 
the end of the ** stock,'' the " lay-out '* is as 
below. The queen of diamonds is placed on the 
king, and exposes the 3 of diamonds. The 2 of 
diamonds is placed on the ace, and exposes the 
3 of spades. The 3 of diamonds is placed on 
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the z, and exposes the 7 of hearts. The knave 
of diamonds is placed on the queen, exposii^ the 
a of clubs. The 2 of clubs is put on the ace, 
exposing the 8 of spades. We have now come 
to a temporary standstiU, and must draw the 
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Lottery Patience 

(The Lay-out.) 
The Packets — 
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O O 



♦ ♦ 



♦ ♦ 












•The Packets 
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§ The Tickets. 
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first of our lottery tickets. Suppose this to be 
the 7 of spades. We take up the seventh 
packet, and find it to consist of hearts 8, 3 ; 
dubs ace ; diamonds 10 ; spades 9 ; to which 
we have to add the 7 of spades itself . We put 
the 10 of diamonds on the knave, and restore the 
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packet to its place, with the 3 of hearts on top, 
the 7 and 9 of spades next in order, and the 
ace of clubs at bottom. We must now draw 
another " ticket " and proceed as before. 

The game often comes out quite easily, pro- 
vided that early vacancies occur in the packet 
rows. A moderate amount of judgment is 
necessary ^in rearranging the packets that are 
taken up. 



ROYAL PREROGATIVE (with Two Whist Packs) 

This game resembles " The Lottery " (Game 
No. IV, g.v.), but a special privilege accorded 
to the kings di£Eerentiates it therefrom. 

Take out an ace and king of each suit and 
place them in two parallel (vertical) columns, 
alternately red and blacks with kings and aces 
corresponding in suit as they stand. 

Begin to deal out the rest of the cards into 
twelve packets, counting and discarding as in 
" The Lottery " ; but after you have put a card 
in the twelfth, or queen's place, say " king," 
and put out a thirteenth card. Should it be a 
king, you are to deal another card into the heap 
you have made by discarding. 

In this form of the game, after you have 
done all that is possible in the way of building 
(according to the method e^lained in "The 
Lottery ") without help from the discards, the 
usual mode of procedure is to examine the 
latter, face upwards, in order to see at once 
which packets will be set free for rearrange- 

U 17 B 
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ment and which will remain " tied/' Suppose 

the following : ' 

Example. 



Acs-packets 



King-pacIIets : 







9 9 



9 















o 






4"^ 



01 k 





Examining the discards, you find them to be as 
follows : 




♦ 4 










+ t 




V 




As there is no ace, 9, 10, or knave among these, 
the 1st, 9th, loth, and nth packets will be 
" tied," and will not be entitled to rearrange- 
ment. Lay these out vertically, therefore, in 
their fixed order, the lowest card of each 
colu .in being the " exposed " card of that 
colunm, and none of the other cards being 
playable until released by being ** exposed '' in 
their turn. 
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The " Tied " Packets. 











♦LH>^^ 













1 










1 





Here it is seen that diamonds, hearts, and 
spades are all likely to be blocked. It is there- 
fore fortunate that there is a king among the 
discards ; as, by virtue of the " Royal Pre- 
rogative," exemption can now be claimed for 
any one of the " tied '' packets that you may 
decide to select. In this case the nth should 
be selected. Adding to it the king of spades, 
you now rearrange its component cards accord- 
ing to what you see in the " tied '* packets, and 
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you then put it in its proper place among the 
"free packets/' which you also rearrange in 
such a way that the cards in the tied packets 
will not be blocked in coming out. When the 
board is finally arranged again, you proceed to 
play out the cards, and if you have distributed 
them judiciously, and do not forget their order, 
you may soon work down to imprisoned cards 
in the *' tied " packets, and so bring the game 
to a successful conclusion. 

In rearranging your packets, consider care- 
fully the display of the " tied *' ones, and note 
which cards can be safely put near the bottom 
of the packets in which they occur. Kings and 
aces should, of course, always be placed at the 
bottom. 

The success of this game almost entirely de- 
pends on the number of discards, as unless at 
least eight packets can be rearranged, the 
chances are very much against success. 



VI 

LADIES' PRIVILEGE (with Two Whist Packs) 

This game belongs to the same class as *' The 
Lottery " {q>v.), and has also points of simil- 
arity to two older games known as " King's 
Patience'' and ''The Dog." But those who 
have played these games will see that the 
present one has special features which make it 
wholly distinctive. 

Lay out the eight kings in a row at the top of 
the board, and proceed to deal two rows of six 
cards each underneath the kings, face upwards, 
placing the first card of each row vertically 
underneath the second king. Count, as you deal, 
from one up to ten, knave, queen; and when- 
ever the count corresponds with the value of the 
card you are then dealing, put that card out 
to the left of the board and deal the next card in 
place of it. (If this card should be of the same 
denomination as the former, it must be put out 
also, and so on.) These cards are called the 
" discards." 

When you have thus dealt out twelve cards, 

ai 
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set aside the next five on the right of the board ; 
these cards are kept distinct from the " dis- 
cards " and are called the " counters/' 

Examine the board to see if there are any 
queens. If there is one only, put out two more 
" counters " in her honour. If there be two or 
more queens, no extra coimters are put out, but 
the queens are put out at once on to their respec- 
tive kings, and the vacant places are not to be 
fiUed up. This privilege is a full equivalent 
for the extra counters that you gain for a single 
queen. Two extra " counters " are dealt for 
every queen that goes out among the " dis- 
cards," but a queen or queens dealt among the 
" counters " has no privilege. 

Now deal out twelve more cards from 
" stock " in exactly the same manner as before. 
Put out five more '' counters " at the end of 
this round, and treat any queens that come up 
in the same way as before. Continue thus till 
the whole of stock is exhausted. 

You must now build on the kings downward, 
according to suit.- The top card of each board- 
packet is the only card that can be taken. 
When no card is available from the board, 
play any that can be taken from the " counters," 
which should be conveniently arranged in order 
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so that you can see at once what they are. 
Every card that will go out must be taken, no 
discretion being allowed. 

When you can no longer build either from the 
board-packets or from the " counters/' the 
" discards " come into play. These also should 
be ranged in numerical order, from the ace 
upwards. Begin with the lowest card among 
them, and put it underneath its corresponding 
packet, — if an ace, it goes under the first packet, 
if a 3, under the third, and so on. Then sUp the 
top card of the packet underneath, and build 
with the new card thus exposed, if it be suit- 
able ; if not, slip that also to the bottom of the 
packet, and so on. 

When you have played off every card that 
you can, restore the packet to its proper place, 
no further rearrangement being allowed unless 
there be a second discard of the same denomina- 
tion, which will allow you to repeat the process 
later on. If no card of a packet taken up can 
be played, you may shift the cards, in strict 
rotation, before replacing the packet, so as to 
get to the top the card that you think will be 
the most useful. If the fourth packet, for 
instance, consists of an ace, a 7, a 3, a knave, 
and a 9, downwards in order from the top, and 
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none of these will build» and you want the 3 at 
the top, you put it back in order 3, knave, 9, 4, 
ace, 7— the 4 being the added discard. Go on 
thus till all the discards have been used up. 
This is the end of our first round. 

We will suppose that the following diagram 
exhibits the state of the game at this point, and 
we will play the rest of it out in detail, by way 
of illustration. *• 

While one packet of spades has run out to the 
ace, it will be seen that not a single card has as 
yet been played on one of the kings of hearts. 

To enable the reader to follow the subsequent 
play, we must set out the exact cards in the 
"board packets. The 2 of hearts and 8 of clubs 
stand by themselves. In packet 2, in order, 
are 5 of clubs, 10 of hearts, ace of hearts, 2 of 
diamonds. Tn packet 3, 7 of spades, ace of 
clubs, 3 of hearts, 3 of diamonds, 8 of hearts, 
6 of diamonds. In packet 5, 4 of spades, 5 of 
hearts, 4 of hearts, 2 of clubs, 10 of spades, 
2 of diamonds. In packet 6, 2 of hearts, 
8 of spades, queen of hearts. In packet 7, 9 of 
hearts, 5 of hearts, 4 of clubs. In packet 8, 6 
of hearts, 3 of hearts. In packet 9, ace of 
hearts, 7 of clubs, 9 of diamonds. In packet 
10, 3 of spades^ knave of diamonds, 5 of spades^ 
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ace of clubs. In packet 11, 10 of diamonds, 2 
of spades, 9 of clubs, 7 of hearts. In packet 
12, 3 of clubs, 9 of spades. 



Ladies' Privilege. 

(At End of First Deal.) 



Foundation Packets : 




Board Packets : 




8 


3 














♦ ♦ 

♦ ♦ 





4 

V 



♦ ♦ 



♦ ♦ 




10 



11 



T 
± 






6 



IS 



4 












14 4 

4 
4 41 



COUNTSRS : 




4 
4 
4 








Lay out the whole of the two packs in the 
manner described, and we will proceed to gather 
up the cards for the second 'round. The 
counters are to be collected first. As no third 
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deal is allowed in this game, we must gain all 
the advantage we can by the order in which 
we collect them. Take ace of spades first, 
face upward. On its face lay the knave of 
hearts, also face upwards ; then 2 of clubs, ace 
of diamonds, 3 of clubs, ace of diamonds, 4 of 
diamonds, 6 of clubs, 5 of diamonds, 4 of clubs, 
6 of spades, 4 of hearts, 7 of diamonds, 8 of 
diamonds. Notice that the first, third, fifth, 
cards run in serial order (ace, 2, 3, 4, 5, 6, 7) ; 
if we begin deaUng next round, therefore, with 
the ace of spades, we shall be certain of at least 
seven discards. Now place on the face of this 
heap of cards, face upward, the first board- 
packet, just as it is ; then the second, third, &c., 
on to the twelfth. 

Turn the whole stock face downward, and 
deal along in the usual way. The ace of spades 
is discarded, and the knave goes down in packet 
I. The 2 of clubs is discarded, and the ace of 
diamonds goes down in packet 2. You will 
need every discard you can get, as the hearts 
and spades are evidently going to be very 
troublesome, and will probably block the game. 
After dealing a card into each packet, you now 
put out six cards instead of five, and the same 
after dealing twelve more cards into the packets. 
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The privileges of the queens still continue, but 
only one queen remains in. The packets, 
however, will consist of a much fewer number of 
cards. The aspect of the lay-out you will find 
to be as diagranuned on p. 28. 

The knave and 10 of (Uamonds go out. The 
queen of hearfe, 9 of clubs, 8 of clubs, knave of 
hearts go out, and the first packet is now dis- 
solved. There are now two 5's of hearts 
exposed ; choose the one in the loth packet, as 
there is no 10 among the discards, so that that 
packet 'will never be rearranged. Play out 4 
of hearts, 4 and 3 of clubs, 3, 2, and ace of 
hearts, 2 of diamonds. The 6th, 9th, and loth 
packets are now dissolved. 

Since nothing more can be played from the 
board, we turn to the counters, where the 7 of 
clubs and 9 of diamonds can be played. Now 
we have recourse to thQ discards. 

Since the ace packet is dissolved, we take up 
the 2 of clubs, and put it underneath packet 2. 
The top card (3 of spades) is now put under- 
neath, exposing the 10 of spades, which goes 
out, as well as the ace of diamonds and the -2 of 
clubs itself. The ace of clubs goes out from 
the counters, the 9 and 8 of spades from packet 
7, the 7 of spades from the counters, the 8 of 
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diamonds from packet 7, which is now dis- 
solved. 

Put the 3 of clubs underneath packet 3. The 
7 of hearts is placed underneath, then the 2 of 
clubs and ace of diamonds, bringing the 3 of 
clubs to the top. This is necessary, even though 
you thus cover the heart ; otherwise the clubs 
will be hopelessly blocked. 

Put the 4 of diamonds underneath packet 4. 
Move 5 of hearts to the bottom, exposing 6 of 
clubs, which goes out, and also the 5 of clubs 
from packet 12, now dissolved. 

Put the 5 of diamonds undemeath packet 5. 
Put 2 of spades at bottom, then 4 of spades, 
and we expose the 4 of clubs, which goes out, 
followed by the 3 from packet 8. Packets 6 
and 7 being dissolved, you can proceed no 
further. The game is blocked, as no 10 of 
hearts has presented itself : it is under the 9 of 
hearts in packet 11, and as there is no knave 
among the discards, this packet cannot be re- 
arranged. The game frequently fails in this way 
at the last moment. 



VII 



MILTON (with Two Whist Packs) 

This game is founded upon simple principles, 
but is very fascinating, although by no means 
easy to conduct to a successful conclusion. 

Deal out eight cards in a row, face upward. 
If any two of these cards are of the same suit, 
and next to each other in order, the higher of 
the two is brought down and placed in a second 
line (the line of packets) immediately imder the 
index Ime. The vacant space in the index Jine 
is then filled up by dealing another card from 
stock. 

Suppose the line of index cards, as first laid 
out, to be as follows : 



* Milton Patience {comfnencing). 

Index Cards : 
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The 5 of diamonds is removed to a second line 
under the 4 of diamonds, and the 4 of spades to 
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the same second line under the 3 of spades. 
We must now deal a fresh card (say, 5 of 
diamonds) into vacancy i, and another card 
(say, 9 of diamonds) into vacancy 6. 

We now continue dealing from stock. Cards 
that will build upward, according to suit, on 
the second line are placed there ; if they will 
not build, they are laid aside, face upward, on 
to a waste heap, the topmost (exposed) card of 
which is also at any time available for building. 
As soon as one of the index cards can be built 
on to a second row packet, it is brought down 
and placed thereon, and all the cards in the 
second row that are vertically under the index 
card are taken down simultaneously, and built 
upon the same packet. Vacancies thus made 
must be at once filled upj either from stock, or 
by taking the topmost card of the waste heap. 

In the preceding example, suppose our next 
card from stock is the king of clubs ; there is 
no place for this, so it is put aside as waste. 
The next card dealt is the 6 of clubs, which goes 
in second row under the 5 of clubs in column 3. 
Deal the knave of diamonds,, which goes on 
waste heap. Deal the 7 of clubs, which is 
packed on the 6. Deal the 10 of hearts, which 
goes to waste. Deal the 8 of clubs, packed on 
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the 7. Deal the 8 t)f spades to waste. Deal 
the 6 of diamonds, which goes in second row, 
column I. 

If we can deal the 8, 9, 10 of hearts success- 
ively into second line packet, column 7, and if 
we then deal the 5 and 6 of hearts into second 
line, column 2, we must bring down the 7 of 
hearts (index card) on to the 6 of hearts, and 
place on the 7 of hearts the packet 8, 9, 10 of 
hearts. The vacancy in place 7 must then be 
fidUed in the manner described above. 

No index card can be brought down in its 
own column, but only into one of the other 
seven columns. 

Whenever aces are dealt they are treated, in 
the first instance, exactly the same as other 
cards, being built on to any packet that has got 
as far as its first king. But the second king of 
any packet stops all further progress, and the 
second ace of the suit can therefore only go into 
a vacancy among the index cards, or on to the 
waste heap. It is usual to make a break in a 
packet as soon as the first ace is reached, so that 
we may not inadvertently build a second ace on 
to the same packet. After one ace of a suit has 
been built through, avoid putting the remaining 
deuce of the same suit into the index row, be- 
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cause there win never be another ace for it to 
come down upon. For a similar reason, get the 
second ace of each suit into the row of Index 
cards (where it will finally have to remain), 
whenever yqu can manage it. The choice 
allowed you between " stock " and " waste/' 
when deahng out, will be your help in so trying 
to avoid a block. As is shown in the example 
played below, you may be able to avoid blocking, 
even if you are forced to put a deuce into the 
Index row, but the cards will have to fall very 
luckily, so that the deuce can come down under 
its own second ace in another part of the Index 
row. 

The eventual result which you aim at is to 
leave all four aces of different suits iy the 
Index row, the corresponding packets in the 
second row being each built up to its second 
king. 

The waste-heap may be turned and re-dealt 
twice, so that the game will succeed or fail 
(more frequently the latter) at the end of the 
third round. 

As it is towards the latter part of this game, 
when the difficulties increase, that the procedure 
is not easy to make clear except by setting out 
full details, we will suppose that the first round 

II c 
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has been already played through, and that the 
aspect of the board is as follows : 

The Index Cards : 




The Packets 








<7 <9 


1 





Waste- 
heap. 




One ace of each suit has been incorporated 
into packets 2, 3, 4, 5. Packet 2, for example, 
consists of the 5, 6, 7, 8, 9, 10, J, Q, K, A, 2, 
3, 4, 5 of hearts, the packet being separated 
into two portions, so as to make it clear to the 
player's eye that one ace of the suit has already 
been used. Packet i consists of one card only ; 
packet 7 of three cards only (the 8, 9, 10 of 
hearts). The waste-heap, which we are now 
about to turn and re-deal for the first time, 
consists of the following twenty-three cards (in 
order from the exposed card at the top) : /^ 10, 

♦ 4, Q> 3> s, J> ♦ A, /, 8, 

K, ^ J, 04, ♦ A, (^2, A, ^ 6, ^ Q, 
2, (^ K, <;) A, 4 2, ^ 3> ♦ 2, If the reader 
will arrange the board and the waste-heap 
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according to the above directions, he will be 
able to play through the rest of the game with- 
out the slightest difl&culty, gf: 

The waste-heap having been turned face 
downward, the uppermost card will be the 2 of 
spades, and this is therefore the first card dealt. 
Neither this nor the next six cards are playable 
on the board, and are therefore laid aside in 
order face upward, the topmost (exposed) card 
of the heap being the queen of hearts. 

The next card dealt is the 6 of hearts, which 
goes on packet 2. Bring down from column 7 
the 7 of hearts, accompanied by its packet, and 
put all the four cards on the 6 in packet 2. 
The next card dealt (<^ A) goes into space 7 
thus vacated. Three more cards go on the 
waste-heap, then ^ J is put on packet 2. Two 
more cards to waste, then (^ 7 goes on packet i. 
Play on this the 8, which is the top card of 
waste-heap, and on the 8 play the 9 in column 
6. The next card dealt (^ A) goes into the 
sixth space thus vacated, the next card into 
waste. The 3 of diamonds goes on packet 4, 
the next two cards into waste. The 4 of clubs 
is put on packet 8 ; the 5 of clubs from column 
3 and the whole of the corresponding packet aije 
then put upon the 4. The 10 of diamonds goes 
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on packet i, and the top card of the waste-heap 

(0 Q) ^ P^* "^*^ space 3. 
The board is now as follows : 
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m 



Waste-heap 




and we have to turn our waste-heap for the 
second and last time. 

The top card is ^ 2, which goes under the 
ace ; on it are brought down the 3 of spades 
from column 5 and the whole of the spade 
packet in same column, thus completing the 
double suit of spades. The 3 of hearts goes 
into space 5 ; bring down into same column 
the hearts from column 2. The 2 of clubs 
must be put into space 2, there being no card 
in waste to serve as alternative. Bring down 
the clubs from colunm 8. 

The ace of hearts is dealt into vacancy 8 ; 
the king of hearts into waste ; the 2 of dia- 
monds goes into column 7 ; the queen of hearts 
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into column 5 ; on her is played the king from 
the waste-heap. The 2 of hearts goes into 
column 8 ; all the rest of the hearts come down 
from column 5, and the double suit of hearts is 
completed. The ace of clubs goes into vac- 
ancy 5 ; all the other clubs come down from 
column 2, and our third suit is complete. The 
remaining four cards run out quite easily, and 
the game is won (see diagram below). 



Milton Patience {completed). 
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VIII • 

RANK AND FILE (with Two Whist Packs) 

Deal out a row of ten cards, face downwards. 
Upon these deal another ten, face downwards ; 
and agam deal ten cards more, in the same way. 

Now deal on to each of these packets one 
more card,/ac^ upwards. We shall thus have lo 
packets in a row, each consisting of four cards ; 
but only the uppermost card of each packet will 
be faced — as is shown in the diagram below. 

If any aces are exposed^ they are put out 
separately to serve as foimdations, and are to 
be built upon upward, according to suit. Any 
exposed card can be packed upon any other 
exposed card which is next higher in denomina- 
tion and of the opposite colour. As soon as the 
faced card of any packet is removed the next 
card of the packet is faced, and the process 
of packing or building is continued wherever 
possible. In packing, whole sequences of cards 
may be moved bodily to wherever they will fit, 
according to rule. As soon as a vacancy is 

made in a column, any exposed card, or sequence 
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of cards, may be transferred into it. Eventually, 
all the eight aces must be built up to their 
respective kings. 

Rank and File Patience, 
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Pack the knave of diamonds on the queen of 
spades ; the next card turned up from packet 2 
is the 7 of spades. Pack the 10 of spades on 
the knave of diamonds ; the next card turned up 
from packet 3 is the king of diamonds. Pack 
the 4 of spades on the 5 of diamonds ; the 
card next turned up from packet 10 is the king 
of clubs. Pack the 8 of diamonds on the 9 of 
clubs ; the card turned up from packet 6 is the 
5 of spades. Pack the 7 of spades on the 8 
of diamonds ; the turn-up from packet 2 is the 
knave of hearts. Pack the queen of hearts on 
the king of clubs ; the turn-up from packet 7 
is the queen of spades, on which pack the knave 
of hearts. The last card in packet 2 can now 
be turned up, and is foimd to be the ace of 
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spades, which is put out for a foundation. Into 
the vacancy thus made put the king of dia- 
monds, turning up from packet 3 the 2 of 
spades, which goes out on the ace, and we turn 
up the last card in packet 3, which is the 6 of 
hearts, and is packed on the 7 of spades. Into 
the vacancy thus made in colunm 3 shift the 
queen of hearts and king of clubs, turning up 
the queen of clubs from packet 10. Put the 5 
of spades on the 6 of hearts, turning up from 
packet 6 the ace of hearts, which goes out for 
a second foundation, and we turn up the last 
card of packet 6— being the other 2 of spades. 
Put the 4 jof diamonds on the 5 of spades, 
turning up the 4 of clubs from packet 9. Move 
the queen and knave from colunm 7 on to the 
king of diamonds in column 2, turning up from 
packet 7 the 6 of spades, which is packed on 
the 7 of hearts ; and we turn the last card of 
packet 7, which is found to be the 2 of hearts, 
and goes out on the ace. Into the vacancy thus 
made transfer the queen, knave, 10 from 
column 4, turning up from packet 4 the king 
of clubs. 

The cards have fallen, up to the present, 
more favourably than is usual, but we have now 
come to a standstill, the position being as dia* 



RANK AND FILE 



41 



grammed below. It should be understood that, 
in all the columns, the faced cards overlap ; 
but, for convenience in priating, they are 
shown separated in vertical lines. 

Rank and File Patience. 

(The Board, after the First Round of Packing.) 
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We must now deal fresh cards from stock. 
If these, as they turn up, will build, we utilise 
them for that purpose ; if not, they are played 
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on to a waste-heap, face upwards, and the top 
card of that heap is '' exposed/' and can at 
any time be used to help on the building. 

Suppose the card next dealt is the 7 of hearts. 
It must go to form the "waste/' The next 
card dealt is the 10 of clubs, and is packed on 
the knave of hearts in column 2. The next is 
king of diamonds, and must go on the waste- 
heap, as also the 2 of diamonds, which is dealt . 
next. The next is the 3 of spades, which goes 
out on to the foundation-packet, followed by 
the 4 from colunm i. The 2 of hearts, 8 of 
diamonds, 6 of spades, 2 of clubs, 4 of diamonds 
are all dealt in succession, and have all to go 
on to the waste-heap. Things are now not 
looking so rosy, and unless we can speedily deal 
some more aces, we seem very likely to be 
" chockered/' 

The game, however, need not be pursued 
further, as the mode of procedure will have 
become quite plain. 

No second deal is allowed. There is a varia- 
tion of this game, known as " Nmnber Ten " 
Patience, in which only two concealed cards, 
instead of three, are dealt at the head of each 
column. In another very similar game, known 
as " Emperor " Patience, the privilege of 
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" worrying back '' is allowed ; that is to say, 
you may put back cards from the foundation 
packets into the columns, so as to form fresh 
combinations. This device may often save a 
game that would otherwise be lost. 



IX 

ROYAL PARADE (with Two Whist Packs) 

Deal out on the board three rows of eight 
cards each, face upward. Remove from these 
twenty-four cards any that happen to be aces. 
Any vacant space thus made in the first row is 
to be filled with a 2, if there is one on the 
board. Vacancies in the second row are to be 
filled with 3's, and in the third row with 4's. 
Any 2's, 3's, or 4's that can thus be got into 
their proper rows are to serve as foundation 
cards, and are to be built upon from any place 
on the board, by intervals of three, upward, and 
following suit. Thus the first row is built 2, 5, 
8, knave ; the second, 3, 6, 9, queen ; the 
third, 4, 7, 10, king. 

Suppose the three rows are dealt in the first 
instance as below. The removal of the three 
ace^ will leave a vacancy in each row. To the 
top row transfer the 2 of spades ; to the second 
row the 3 of diamonds ; and to the third row 
the 4 of clubs. Now place the 6 of diamonds 

on the 3, and the 9 on the 6, which makes 
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another space in the middle row, to which you 
should at once transfer the 3 of hearts. One 
of the queens of diamonds will go on the g, 
completing the packet. Take the one in the 
middle row, because it is never good policy to 
leave a crowning card in the row to which it 
appertains. A knave in the first row, or a king 
in the third, are similarly apt to block the 
game. 

Example. 
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Now deal out a fourth row, also of eight 
cards, but placed a little below the others. 
They might fall as follows : 
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Transfer the 2 of diamonds^ the 3 of clubs, and 
the two 4's to their proper rows. Then the 6 of 
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clubs will go on the 3, and the 7 of spades, on 
the 4. Take the 10 of spades from the middle 
row and put it on the 7. You have now that 
packet complete, except for the king. There is 
a king of spades in the fourth row, but do not 
take it ; it is perfectly safe where it is, and 
will come out at the end of the game. Later on, 
when you deal out the other king, you may be 
glad to have a packet to put it on, so as to 
prevent its covering other cards. As no more 
moves can be made at present, you must deal 
another row o| eight cards, placing them over 
the one last dealt, but not covering them com- 
pletely, so that you may be able to seowhat 
cards are beneath, and conduct your play with 
the end in view of releasing them in turn. 
Build as before, but the game becomes more 
compUcated with each deal ; as you keep on 
burying cards which it will take some skill, as 
well as good fortune, to get out again in their 
proper sequences. Never neglect an oppor- 
tunity of making a vacancy in any of the first 
three rows, as these spaces are the only chances 
you get for the planting of fresh foimdation 
cards. As a last resource,, near the end of the 
game, when you have dealt the last round upon 
the fourth row, should some absolutely neces- 
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sary card be blocked, you may take up the v 
cards {provided you have not put down the eighth 
one, hut have discovered the blocking in time), and 
deal them round the reverse way— that is, 
beginnmg at the right hand of the board in- 
stead of at the left, as is usuaL This manoeuvre 
may save the game, but it is only allowed as a 
grace before the last card of the pack is dealt. 

The game when completed will show all the 
knaves in the top row, all the queens in the 
second, and all the kings in the third, making 
a Royal Parade. 



GO-AS-YOU-PLEASE (with Two Whist Packs) 

Deal out eight cards, face upwards, in a row. 
Put out any aces and 2's that there may be 
among them (but not more than one ace or one 
2 of the same suit) to form foundation cards, 
which are to be built upon upward by differences 
of 2, and according to suit. An ace will build 
thus : 3, 5, 7, g, knave, king, 2, 4, 6, 8, 10, 
queen ; and a deuce thus : 4, 6, 8, 10, queen, 
2W^6, 3, 5, 7, 9, knave, king. Any cards that 
will build according to these schemes are put 
out. 

Examine also whether any packing can be 
done by placing card upon card from among 
the cards of the row. In packing, as in building, 
you must follow suit, but in respect of denomi- 
nation considerable latitude is allowed, hence 
the title of the game. Upon any card you may 
pack (i) the card immediately higher, (2) the 
card immediately lower, (3) the card higher by 
two, (4) the card lower by two. Thus, upon the 
8 of spades you may pack either the 9 or the 7, 

or the 10, or the 6 of spades. 
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After all the possible foundation cards have 
been put out, and all possible packing has been 
done, the vacancies in the row are to be filled 
in order from "stock/* Put out and pack as 
before (if possible), and then again fill up the 
vacancies. 

When, at last, nothing more can be done, 
deal out eight cards more upon the first row of 
eight,not entirely covering the former, but letting 
the cards overlap, so that you can see the dis- 
position of the columns. Pack and build as 
before, and so proceed continuously. In packing, 
sequences may be lifted bodily, no matter how 
irregularly they progress, provided only that 
the bottom card fits properly, according to the 
free rule of the game. Thus a sequence of 
hearts going 6, 7, 9, knave, 10, 8 (from the 
bottom upwards) may be placed upon either 
a 4, or a 5, or a 7, or an 8 of hearts. 

If a vacancy be made by playing out all the 
cards of a colunm, it may be filled by moving 
into it either a king or a queen, or a sequence 
having either of these cards as- base ; if none 
of these things can be done, the vacancy can 
only be filled when the next row is dealt out. 

There is little skill in the game, but some- 
times, near the end of it, there is some scope for 

u D 
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judgment in disentangling the sequences that 
are obstructing each other. If a portion of a 
complex sequence be played off upon another 
exposed card of the same suit, you may bring 
the cards into proper order for building upon 
the foundation packets, and may conduct the 
game to a successful issue, the packets eventu- 
ally being crowned with the four kings and the 
four queens. 

Example. 











This game has just begun, as only three 
foundation cards are out. The 4 of hearts goes 
on the 2, and the " go-as-you-please " sequence 
of clubs thus exposed may be packed upon the 
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exposed 9 of the second column. The 7 of 
spades can be put on the 8, and then the 5 upon 
the 7. The queen of diamonds can be put on 
the king, and both cards are then transferred to 
the space. The knave is put on the queen, and 
the other king of diamonds can be put on the 
knave, if it is thought worth while. The clubs 
can then Jpe again lifted and put on the knave. 
The 3 and 4 of spades should be put on the 5. 
Another row of cards must now be dealt. 



XI 

SENIOR WRANGLER (with Two Whist Packs) 

This is a game of continual computation, 
and is also known as *' Mathematics/' but it 
presents no very considerable difficulty after 
a little practice. Begin by taking out eight 
cards, of any suit, from 2 to 9 inclusive, and 
laying them out in a row, face upward. Then 
count out a packet of twelve cards and lay it 
under the 2, another packet of the same number 
of cards under the 3, and so on, until all the 
cards are out, their top ones exposed and ready 
to be played. These are the hoard-packets. 

You have now to find foimdation cards, 
which are to be laid in position as follows : the 
card to be placed under the first packet must be 
a 4, because twice two are four, a 2 being the 
card above the first packet. Each foimdation 
card must be twice the value of the card above 
its own packet, so a 6 is the next card to be 
placed, as twice three are six. An 8 is the card 
wanted to go under the third packet ; a 10 
under the fourth ; a queen is wanted for the 
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fifth, because the queen is the twelfth card in 
a straight upward sequence ; an ace goes under 
the sixth packet ; a 3 under the seventh, as it 
represents the number 16 ; and a 5 goes under 
the last packet, as representing the number 18. 
These cards may not come out at once, but 
such are the proper positions for them when 
they do turn up. Meanwhile, you are to build 
upon whatever foimdation cards may be out, 
irrespective of suit, and according to the follow- 
ing rules : 

The card standing above each board-packet 
denotes the constant difference by which the 
corresponding foundation packet is to be built 
up. Thus, the first foundation packet is built 
up from the 4 by twos, the series being 6, 8, 10, 
queen, ace, 3, 5, 7, 9, knave, king. The next 
is built up from the 6 by continually adding 
three, the complete series beii^ 6, 9, queen, 2, 5, 
8, knave, ace, 4, 7, 10, king. The third packet 
is built up from the 8 by queen, 3, 7, knave, 2, 
6, 10, ace, 5, 9, king — ^the number continually 
added being four. And so on. 

You continue to build until no more available 
cards are exposed. You then take up the first 
board-packet and deal the cards successively 
round upon the other board-packets, beginning 
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some desirable card should be put into place at 
once. Cards may be moved from one founda- 
tion packet to another (but only one at a time, 
and in accordance with the rules for building), 
if by doing so a place can be made for a card on 
the board, so that the final closing of a packet by 
placing a king upon it may be fatal to the game, 
if the card just below happens to be the only 
one of that denomination which it is possible to 
get at to help on the building of another packet. 
The most promising game is one in which all the 
foimdation packets are progressing together, 
while the board-packets are worked out to 
within a few cards of the bottom, with kings at 
the base of each. The completed game shows a 
blank space in the central row, the eight kings 
in the bottom row, and the original discards m 
their places in the top one, their final absorption 
being no part of the play. 

The example on p. 56 shows a game that is 
working out well. The first foundation packet is 
completed to the knave and only wants the king. 
The second might have a 7 built upon it, but 
had better wait a while, as a 7 is also needed 
for the eighth packet, which is less advanced. 
The third and fourth packets are at present at 
a standstill. The 9 of diamonds will go on the 
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fifth packet, and it might be advisable to trans- 
fer the 4 of the second packet to the sixth, and 
then the knave from the first. Or the 4 can be 
put on the seventh packet, followed by the 
queen of diamonds from th6 board-packets. 
The 7 of hearts having been put on the last 
packet, a 3 can be taken from the board-packets 
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Board -Packets : 
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Foundation Packets: 





to build it up further and make the removal of 
the queen possible, if desired, as it will go on 
this packet. Other cards have been by now 
exposed, so it is probable that building will 
progress before there is another shifting of the 
board-packets. Of these, in the game shown, 
four have been re-dealt. There is a space 
where the first one stood, the removal of the 7 of 
hearts will make another ; the card under the 
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10 of spades is a king ; and when the queen of 
diamonds is fransferred, the cards beneath it 
may be played also. The game looks favour- 
able, but the danger of being blocked often con- 
tinues almost to the very end ; and as no grace 
is allowed, great care must be taken. 

To assist in building up the foundation 
packets, a complete table of the sequences used 
is appended. (See p. 58.) The " board-packets '* 
are not shown in this table. 

The eight (vertical) columns show how the 
foundation packets are to be built up from the 
eight foundation cards {at the top) down to the 
eight kings (at the bottom). These eight kings, 
if the game is brought to a proper conclusion, 
will be the top cards of the packets. 
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Senior Wrangler. 
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XII 

THE CONDUIT (with Two Whist Packs) 

Deal out, face upwards, eight rows of eight 
cards each. We thus form eight columns, 
(numbered i to 8 in the diagram below), the 
bottom card of each colimm being " exposed/' 

The eight aces are to be put out above the 
board, as soon as they are either " exposed," or 
dealt from the remainder of the pac^ ; and 
after they are put out, they are to be built on 
upwards* according to suit. 

If,in the original lay-out,any ace is "exposed," 
it must be put out at once. Before proceeding 
to deal further cards from the pack, examine 
carefully, also, f^hether any " exposed " cards 
on the board can be packed upon each other, or 
put out upon the aces (if any). You may pack 
upwards or downwards, and either according 
to suit or in alternate colours ; but you cannot 
pack diamond on heart, nor club on spade, nor 
vice versa. ^ Since the (Ally sequences that can 
be transferred bodily are those which progress 
in one constant direction in the same suit, you 
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should build as much as possible according to 
suit, preferring •a downward direction, so that 
the cards may run out easily on to the ace- 
packets. When you can get a vacancy in a 
colunm, it may be filled by any exposed card, or 
by any transferable sequence of cards, or by a 
card dealt from the remainder of the pack. 

When you have done all the building and 
packing that are possible with the original lay- 
out of sixty-four cards, you continue dealing, 
card by card. If you cannot build or pack with 
the cards you thus deal, they must be placed, 
in order as dealt, at the bottom of the eighth 
column (which operates both as a column and 
as a rubbish-heap, and is called the " Conduit- 
pipe." 

Continue dealing, building, and packing until 
all the cards are exhausted. If the eight suits 
cannot then be built up in thoir packets, each 
from ace to king, the game has failed. No 
second deal is allowed. It is quite a difficult 
game to bring out. The example on p. 6i 
shows the play of a complete game, conducted 
to a successful issue. 

Pack the 9, 8, and 7 of clubs upon the 10. 
Pack knave of diamonds on the 10 ; then the 6, 
5 of clubs, in succession^ on the 7 of dubs. This 
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releases the ace of clubs, which is put out 
above the board ; and the sequence from 5 to 
10 of clubs is put on the now exposed knave. 



The Conduit. 
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We must now deal from " stock." The first 
card dealt is queen of clubs^ which must go at 
bottom of column 8— the " Conduit-pipe "— 
as it cannot be otherwise disposed of. Pack 
upon this queen the club sequence from 5 to 
knave. Pack the knave of spades, thus ex- 
posed, upon the queen of spades. 

The next two cards dealt are ace and 2 of 
hearts, which go out as the start of another 
foundation packet. Put out the 3 of hearts on 
the 2, and pack the queen, knave of hearts, upon 
the king. Pack knave of diamonds on queen of 
spades, and then the 10 of diamonds on the 
knave. Put 4 of diamonds on 5 of clubs, 6 of 
diamonds on 7 of diamonds, 3 of spades on 2 of 
spades, 5 of diamonds on 6 of diamonds, 4 of 
diamonds on 5 of diamonds. The 2 of clubs 
goes out on the ace. The ace of diamonds 
goes out. 

Deal another card, which happens to be the 
10 of hearts. • This you put on the 9, and then, 
upon the zo, you pack the knave, queen, king 
successively, so releasing the 4 of clubs, which 
is put on the 5 of clubs. ^ The 3 of diamonds is 
put on 4 of diamonds. 

The cards next dealt are the 5 of hearts and 
king of spades, which must both go on the 
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Conduit-pipe, Pack queen and knave of spades 
on the king ; 2 and 3 of spades on the 3 of 
spades in colunm 7 ; 6 of spades on the 7 in 
column 3. The 4 of hearts goes out on to the 
ace-packet. Transfer the diamond sequence 
(3 to 7) on to the 8 of diamonds. 

The 2 of spades is dealt and goes on the 3 ; 
the aces of hearts and clubs are dealt, and go 
out to form new foundations ; the 10 of spades 
is dealt, and goes on to the 9 of spades, 
followed by the knave, queen, king of spades 
from the Conduit-pipe. Put out the 5 and 6 
of hearts. 

The next card dealt is the 9 of diamonds ; 
put it on the 10, and bring down on to the 
9 the diamond, sequence (3 to 8), making a 
space, into which play the heart sequence in 
reverse order, king first, then going downward 
through the rest of the cards. Put 5 of spades 
^n the 6. 

The next card dealt is the 3. of clybs, which 
goes out on the 2, and allows the clubs in the 
Conduit-pipe to be played out upon the ace 
packet of that suit, up to the queen. 

Next is dealt the 2 of diamonds, going out 
on the ace, so that the sequence of diamonds 
to the knave can also be played ofE. Put the 
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king of spades from column 6 on to the queen 
in column i, exposing the 8 of spades, on which 
put the sequence of spades (king to 9) from 
column 2. 

The 6 of spades is dealt, and is put on the 
Conduit-pipe. . You may then put the 7 of 
diamonds on it^ making a space, into which 
put the 5, 6, 7 of spades, exposing 10 of 
hearts. Put this on the 9 of hearts, exposing 
the 8 of spades, upon which you bring down 
again the sequence (5, 6, 7) of spades. Now 
play the sequence of spades (king to 8) in re- 
verse order into the space. Put 4, 5 of hearts 
on 3 of hearts, making another space ; then 
play the hearts back into that space in reverse 
order, so as to have the 3 exposed. Put the knave 
of hearts from column 2 on the 10 in cohimn 4. 

As the card next dealt is queen of diamonds, 
it is put out, and the king follows. The 2 of 
hearts goes out, followed by 3, 4, 5, and two 
spaces are secured. Put the sequence of spades 
(5 to 8) in one of these ; then put the queen of 
hearts on the knave in column 4, releasing the 
ace of spades, which goes out, followed by the 
2 and 3. Put the 6 of diamonds on the 7 in 
the Conduit-pipe, and IJbth together into the 
remaining space. 
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Next is dealt the king of diamonds, which is 
put on thp Conduit-pipe ; put the queen on 
him, and transfer the pair into the space thus 
made. 

lihe 9 of clubs, 8 of hearts, 4 of diamonds are. 
dealt, and go on the Conduit-pipe. The ace of 
spades is dealt and goes out, and we build on it 
the other 2 and 3 of the suit. 

The 5 of spades and 8 of diamonds are 
dealt, and go on the Conduit-pipe. Put the 6 
and 7 of diamonds on the 8, then put aU three 
into the space. 

The 9 of spades is dealt, and goes on the 8. 
Bring down on to the 9 the sequence (5 to 8) 
from column 2. Into the space thus made put 
the queen of clubs. The card next dealt is the 

7 of hearts, which goes out, followed by the 8 
of hearts in colimm 7. 

The 7 of spades and 9 of diamonds are dealt, 
and go on the Conduit-pipe. Put on the 9 the 
sequence of diamonds from colunm 6, and then 
put all four diamonds into the space. The 4 of 
spades is dealt, enabling the spades to be 
played out from column 5, up to the 9. Put 
the 7 of spades from the Conduit-pipe on to the 

8 in colunm 5. The 8 of clubs, 10 of clubs are 
dealt, and go on to the Conduit-pipe. The ace 
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of diamond^ is dealt and goes out. The lo of 
diamonds next dealt goes on to the Conduit ; 
on it place the diamond sequence from column 
6 ; then move all the five cards back into the 
space. The 5 of diamonds is dealt and goes on 
the 6 ; the king of clubs and 6 of hearts are 
dealt and go on the ace-packets ; the knave of 
clubs dealt goes on the queen in column 2, and 
is followed by the 10 from the Conduit. 

The 2 of clubs is dealt and is put out, 
followed by the 3. Into the space thus made in 
cblumn 7 put the 8 of clubs. The 5 of clubs 
dealt goes on the Conduit ; the knave of dia- 
monds dealt goes on the queen in column 3 ; 
the king of clubs dealt goes on the Conduit. 
Bring down the sequence of clubs from column 
2 on to the king ; then put all the four cards 
back into the space. 

The last card in the pack, being the %^ of 
clubs, is put on the 8. If we now put the 
5-to-io sequence of diamonds from column 6 on 
to the knave in column 3, we make a space, 
into which we put the king and queen of spades, 
rdeasing the 9, 7 of hearts and 4 of spades for 
the ace-packets. Put the 5 of clubs into the 
space in colmnn i. The 5 of spades goes out ; 
the 4 of diamonds is packed on the 5 ; the 
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8 of hearts goes out. Then the 9 of clubs is 
put on the 10 ; the 7 and 8 from column 7 on 
the 9 ; and again a space is made. The 6 of 
spades goes out ; the 6 of clubs goes on the 7, 
the 5 on the 6, the knave of spades on the 
queen. The 2 of diamonds and 10 of spades 
go out, followed by all the spades on the board, 
completing both packets of the suit. Moving 
the king of hearts into a space allows the 3 of 
diamonds to be built, then the 4 of clubs, and 
everything can be cleared up. 



XIII 
WEST END (vmH Two Whist Packs) 

Begin by dealing eleven cards, face upwards, 
in a row. If any kings or aces have appeared, 
take them out (but not more than one ace and 
one king of each of the four suits), and place 
them above the board, the aces in a row on the 
left, and the kings in a similar row on the right. 
These are to be built upon, according to suit, 
the aces upward, and the kings downward. Fill 
the vacancies made in the row with other cards 
from stock. Build as much as you can upon 
the aces and kings, always filling up the vacant 
spaces thus made. When no more cards can be 
moved, deal three more cards vertically be- 
neath the first three of the first row, reckoned 
from the left-hand end. If any of these new 
cards will go out on the foundation packets, put 
them there, and fill up their places. If cards 
in the other part of the first row have now 
become eligible for building, remove them and 
fill up theu: places as before, till nothing more 
can be done. 
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Now deal eight more cards beneath the eight 
which are on the right hand of the original row 
—that is, beneath cards 4 to 11 of the row. 
From this time onward, until all the cards have 
been dealt out upon the board, you may only 
move the "exposed" (lowest) card from 
columns i, 2, or 3. 

Continue dealing rows of eleven cards until 
the stock is exhausted— building, as above ex- 
plained, from the favoured columns at the 
" West End," and always filling up the vacan- 
cies thus caused, as you deal. 

When (M the cards are upon the board, you 
begin to pack '* exposed " cards upon other 
" exposed " cards. You may only build ac- 
cording to suit, but may do so either upward or 
downward, and may change at will from one 
direction to the other. For instance, you may 
put a 6 of diamonds on a 7, and then put the 
other 7 on the 6, with the object of freeing 
some desirable CEord, or of making a space by 
clearing away the whole of a column. Into any 
such space may be moved any exposed card, or 
any exposed sequence of cards ; and it is upon 
the frequency with which you can thus clear 
away blocking cards that the success of the game 
mainly depends. In moving a sequence, take 
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note of the way in which you will want the 
component cards to come out, and, according 
to your requirements, either Uft the sequence 
bodily, or transfer it one card at a time, so as 
to invert the order of its cards. 

When the game is blocked, a fresh start may 
often be negotiated by transferring some card 
or cards from an ace-packet to a king-packet, 
or vice versa. You may thus be able to expose, 
on the foundation packet, a card that will re- 
ceive the blocking card on the board, which can 
thus be cleared out of the way. For this reason 
it is good policy to let your foundation packets 
progress at about an equal rate, and then to 
keep, as long as you can, the top card of the 
king-packet next in order above the top card 
of the ace-packet of the same suit. 

When all other methods fail, there is one 
grace allowed. You may j:ake one card from 
the bottom of a column, and place it at the 
top of that coliunn. Sometimes this will set the 
game going again, and bring it to a successful 
end. But the device cannot be repeated. 

At the beginning of the game some players 
avail themselves of another privilege, but it is 
repudiated by strict disciplinarians. If the cards 
of the first row dealt do not contain three 
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foundation cards, you are at liberty to reject 
these eleven cards and deal eleven more, and so 
on until you have a row that offers at least 
three cards for putting out. All such rejected 
cards must be carefully placed, in their order as 
dealt, at the bottom of the pack, so that they 
will come up again the last of all. It is some- 
times found that they are quite as embarrassing 
to handle then as if they had been left in their 
original places on the board. If no moves at 
all, however, can be made from the first row, 
the game is generally impossible to get out. 

The game on p. 73 appears to be *' chockered," 
as although you can move the spades and release 
the 10 of hearts, you then expose the 10 of clubs, 
which cannot be removed itself. Here comes 
in the manoeuvre mentioned above. Put the 
6 of spades on the 5, the 9 of spades (thus 
exposed) on the 10, and the 10 of hearts on the 
knave in the foundation packet. Examining 
the foundation packets, you will see that it is 
possible to make room for the 10 of clubs by 
transferring cards from the king-packet to the 
ace-packet. Having arranged this, you expose 
the 4 of hearts, which goes out on the 3. The 6 
of diamonds, thus exposed, also goes out, making 
a vacant space. Move into this the ace of clubs. 
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followed by the king. Put the 7 of hearts on the 
6 in column 10. Move the 7 of diamonds from 
the king-packet to the ace-packet (which is 
built up to the 6), and then build the 8, 9, 10 in 
column II upon the 7. Pack the 6 of diamonds 
on the 5 in column 11 ; this exposes the 4 of 
hearts, on which you pack the 3, enabling yon 
to reach the other 9 of spades. Build this on 
the 10 in the king-packet. Put the 8 of hearts 
on the 7 in colunm 10. Build the 9 of dubs on 
the 10 of the king-packet. Pack the 3 of spades 
on the 2 in column 6, and you expose the knave 
of diamonds, and can complete the ace-packet 
of that suit. 

The spades are still very much in the way, so 
lift the sequence 6, 5, 6, 5, 4 upon the 3 in 
colmnn 6, exposing the 7. Put this on the 8 in 
column I, and upon it play, card by card, the 
sequence of seven spades in colunm 6. Hiis 
will expose the 6 of clubs, and by putting upon 
it the 7 in colunm 3, you make a vacancy. 
Before filling it, put out the 9 of hearts, followed 
by the 8, 7, and 6. Put the 2 of hearts on the 3 
in colunm 9, and you expose the 5 of hearts, 
which will go out on either packet of its suit. 
Put it on the ace-packet, and then build on it 
the 6, 7, 8, 9 from the king-packet (in the way 
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already illustrated), so that you can take the lo 
from column lo, making another vacancy. 

As you have now three spaces at your dis- 
posal, the game will soon come out. Its com* 
pletion we leave to the ingenuity of the 
reader. 



XIV 
THE DIAMOND (with Two Whist Packs) 

The first step in this game is to lay out forty- 
one cards, face upwards, in the shape of a 
diamond, as shown on p. "JT. 

One ace and one king of each suit will have 
to be set aside to form the foundations of eight 
packets, the aces to be built upon upward, and 
the kings downward, both according to suit. 
Any cards that will build upon the foundation 
packets may also be put out at once, while the 
diamond is still in process of formation, if you 
think it an advantage to do so ; or, if you prefer, 
you can incorporate such cards into the diamond. 
You can also, if .you choose, incorporate the first 
ace or the first king of any given suit, keeping 
it to be the last card of its packet, and taking 
your chance of its duplicate being dealt soon 
enough to serve as the foundation. 

The first card having been laid on the table, 
Ihe next one placed must be laid down so as to 
touch the first either horizontally or vertically, 

or comer to comer ; and the same rule must 
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be observed in layijig out all the subsequent 
cards. 

As soon as the whole diamond has been com- 
pleted, you build from it, so far as is possible, 
on to the foundation packets. A card that has 
two adjacent edges free (such as the 2 of clubs or 
the 3 of hearts in the figure below) is called a 
" facet," and such cards are the only ones that 
can be taken for building. Suppose that, in the 
figure, the 2 of clubs has been built upon the 
ace, and the queen of diamonds upon the king, 
the 7 of diamonds does not thereby become a 
'' facet," because the two sides of it, thus laid 
bare, are not adjacent. But it becomes a 
** facet/' and can be taken for building, as 
soon as the 2 of clubs and the ^5 of hearts 
have been removed. And the same rule holds 
throughout. 

When all possible building has been done, 
fresh cards are dealt from stock until the 
diamond is again complete, but from now 
(mward you may choose your cards for the 
diamond, relegating all unsuitable cards to a 
waste-heap. It is of essential importance now 
to reform the diamond, so that it will not block, 
with which object quite a series of cards will 
sometimes have to be played to waste. Any 
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cards that will deal direct on to the f otindation 
packets may be built thereon at once, as when 
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you first formed the diamond, 
of the Waste-heap (as usual) is * 



The top card 
'exposed/' and 
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may be taken for building. There is no com- 
pulsory precedence as between diamond, stock, 
and waste-heap ; you may take any '' facet '' 
of the former, or ^he top card of either of the 
two latter, as may be the most convenient. 
The waste-heap must not, however, be turned 
over or shufBied. 

A great deal of skill may be used in the 
original lay-out of the diamond; you should 
scheme to make those cards the more readily 
available that are the more likely to be wanted. 
Reverting to the figure above, suppose the ace 
and king packets, at the time of completion, 
to be as under : 

Acs-PACKlts : K1KO-PACKBT8 : 



"'■HA ' 



One card has been built upon the king of clubs, 
and two upon the king of spades. 

It will be seen that, in this example, the 
diamond may be rapidly reduced. The 2 and 3 
of clubs, the queen of hearts, the knave, 10, 4 of 
clubs, the 2, 3, 4 of diamonds, the 5 of clubs, 
the 10 of spades, all go out. Now deal. The 
knave of hearts and ac^ of spades come up, and 
both go out. Notice that the 2 of spades in the 
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6th row must be got out, because there is a 3 
of spades in the same row towards the centre. 
You must therefore deal into the rubbish-heap 
until the king of diamonds turns up, when the 
queen, knave, 10 (and 9) will go out, and the 
2 of spades is released. 

With all your pains to lay out the diamond 
in suitable order the game is often found to be 
blocked in the most exasperating way near the 
end, as in the example given below : 
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8o THE DIAMOND 

Stock is exhausted, and there are only seven 
cards in the rubbish-heap, but the game is 
blocked, owing to the position of the 4 and 5 
of spades. It is impossible to get at the 5 
until the 2 and ace of diamonds have run out, 
and these cannot be cleared because the 3 of 
diamonds is locked up by the 4 of spades. 

It is evident that much depends upon your 
skill or luck in the original formation of the 
diamond. In choosing places on the board for 
your cards you will be guided by the value of 
the card dealt. If your first card is a very 
low {e.g. a 2 or 3), or a very high one {e.g. queen 
or knave), you should place it at the top of the 
board and make it the apex. A medium card, 
such as a 9, should be put in a position that 
will allow you to build lower or higher cards 
outside it, the idea being to have at the ex- 
tremities of each row, if possible, the cards that 
will be wanted first. Should a di4plicate king or 
ace be dealt, get it as far as possible into the 
centre of the diamond, since it will be, of course, 
the last cardvOf its packet, and it must not be 
allowed to impede other cards that will be 
wanted earlier. As an example of retaining a 
king, instead of putting it out at once, suppose 
that the first five cards dealt are, in order, king 
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of clubs, queen of diamonds, 8 of spades, 9 of 
hearts, queen of hearts. You might elect to 
place these as shown below : 





where the king of clubs is intended for the 
central card, so that the queen of hearts will 
be a facet. The game, however, is a difficult 
one, no matter how much judgment you use in 
the disposition of the cards. 
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THE TRELLIS (with Two Whist Packs) 

Take out a king and an ace of each of the four 
suits. Place the aces in a column at the left 
of the board, and the kings in a similar column 
at the right, each king being of the same suit 
as the ace opposite, and the colours alternating, 
red and black. These columns are the " sup- 
ports '' of the Trellis, which is to be built be- 
tween them in the following manner : 

The first card dealt from the stock will (unless 
subject to the exceptions presently to be men- 
tioned) be placed side by side with an ace of the 
opposite colour ; the second', if of the opposite 
colour to that of the first, be placed with its 
top or bottom left-hand comer touching a 
right-hand comer of the first card. The object 
is to put between the aces and kings four rows 
of fom: cards each, with gaps between the cards 
of each row, and the cards of each row after the 
first, standing so as to correspond with the gaps 
of the row immediately above. The exceptions 
with regard to the first card must now be ex- 
plained. If it is an ace or a king, you should 
begin the rubbish-heap with it, as it will be safe 
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there and out of the way, while it would be very 
obstructive in the Trellis, the cards of which 
need to be changed as frequently as possible. 
The second exception applies not only to the 
first cards dealt, but to others as you come to 
them in dealing out the cards to frame the 
Trellis. If a card is suitably for building on the 
foundations, or " supports," put it there. In 
the case of the first card, it must be either a 
queen or a 2 to allow of its being used for build- 
ing on the supports. 

If the second card is of the same colour as the 
first, you will have to put it on the rubbish-heap 
for the present. When a card of the opposite 
colour is"played, there will be an opportmiity to 
use the former card, if it has not been covered. 
Continue to deal, placing your cards as has been 
described, until the Trellis is completed. Its 
appearance will be as shown on p. 84. 

After the Trellis is completed, you will begin 
taking cards from it to build upon the aces and 
kings. But there is a restriction in doing this, 
which is the chief difiiculty of the game. No 
card may be removed from the Trellis unless 
there is an exposed card of the same colour on 
the top of the rubbish-heap, which can be 
immediately placed in the vacant space in the 
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Trellis. You are allowed to transfer a card 
from one foundation-packet to another, which 
may sometimes free a card in the Trellis and 
make a vacancy for the exposed card of the 
rubbish-heap which you wish to place there, 
but the blocking cards are many, and usually 
thwart your play in a most aggravating manner. 
There is scope for the player, however, in 
several directions, especially in the choice of 
cards to go into the rubbish-heap in the early 
part of the game. With a number of high cards 
safely placed near the bottom of the heap, the 
chances of success are mudi increased. 

When successful, the board shows the Trellis 
taken down, only the " supports " remaining, 
with the crowning cards upon them. 

Example. 





M M 

+ ♦ ♦ ♦ 

♦1*1 ±-± 






XVI 

KING ALBERT (with One Whist Pack) 

Those who are fond of intellectual games will 
find this a most interesting recreation. It is the 
particular favourite of Mr. Henry Dudeney, 
who says, indeed, that it is the only Patience 
game worth playing. Chacun son goUt: Mr. 
Dudeney's metier is, of course, the cracking of 
hard nuts. 

The lay-out is triangular, all the cards being 
face upwards. The top row consists of nine 
cards, the second row of eight cards, the third 
of seven, and so on down to the ninth, which 
consists of only one card. This formation uses 
up forty-five cards ; the remaining seven form 
the " Belgian Reserves." They are laid out by 
themselves in a row, also face upwards. The 
following diagram is the lay-out of a game 
actually dealt by Mr. Dudeney ; in perusing 
his complete play in detail our readers will have 
the advantaige of seeing the cards manipulated 
by a master-hand. 

8s 
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King Albert Patience. 

(The Lay-out.) 
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The lowest card of each column, and every 
card in the " Reserves/' are " exposed." Ex- 
posed aces are put out at once as foundation 
cards, and are to be built upwards, according to 
suit, as far as the king. Packing is done by 
placing any exposed card upon any other ex- 
posed card of next higher denomination, and of 
the opposite colour ; but only one card can be 
packed at a time. No second deal is allowed. 

It might seem at first as if the game could 
very rarely be brought to a successful close— 
all the four aces built up to their respective 
kings— but it is stated that an expert can score 
on an average five wins out of every twelve 
attempts. By inexperienced players this aver- 
age cannot be expected. 

Whenever a vacancy is made in a column any 
exposed card can be moved into the space. 
The great importance of spaces is that they 
assist in moving sequences from one part 'of the 
board to another. Without spaces, since only 
one card at a time can be transferred, you will 
find yourself speedily '' chockered." 

Ur. Dudeney's play of the above lay-out is as 
f oBows : 

Put out the ace of diamonds and ace of 
spades. Pack the queen of hearts on the king 
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of clubs, the knave of spades on the queen of 
hearts, the lo of hearts on the knave of spades, 
the 9 of spades on the lo of hearts, the 8 of 
hearts on the 9 of spades, the 7 of spades on the 

8 of hearts, the 6 of diamonds on the 7 of 
spades, the 6 of clubs on the 7 of hearts, the 5 
of hearts on the 6 of elubs, the 4 of spades on 
the 5 of hearts, the 7 of diamonds on the 8 of 
clubs, the 10 of clubs on the knave of diamonds, 
the 10 of diamonds on the knave of clubs, the 

9 of clubs on the 10 of diamonds, the 6 of spades 
on the 7 of diamonds, the 3 of spades on the 4 
of diamonds. 

. We have now succeeded in entirely clearing 
column 4. Continue by packing 5 of diamonds 
on 6 of spades, queen of spades on king of 
hearts, and the position is as shown in the 
diagram on p. 89. 

We now utilise the space in column 4 to 
transfer the knave of diamonds and 10 of clubs 
frohi column i on to the queen of spades in 
column 3. First put the 10 of clubs into the 
space, then pack knave of diamonds on to the 
queen of spades, then bring down the 10 of 
clubs on to the knave of diamonds again. One 
space will always enable us to transfer a se- 
quence of two cards, two spaces a sequcoice of 
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four cards, ^fee spaces a sequence of tigjhi, four 
spaces a sequence of sixteen. 

Continue by packing the 9 of diamonds on to 
10 of clubs. Move the 7 of clubs into the space. 
Pack the 4 of clubs on to the 5 of diamonds, and 
put out the ace of clubs for a third foimdation. 

Pack the 8 of spades on to the 9 of diamonds, 
the 8 of diamonds on to the 9 of clubs, the 7 
of clubs on to the 8 of diamonds. Columns 2 
and 4 are now vacant. 

Now use your two spaces to transfer the fotsr 
sequence cards from colunrn 5 on to the 8 of 
spades thus : 4 of spades into space 2 ; 5 of 
hearts into space 4 ; 4 of spades on to 5 of 
hearts ; 6 of clubs into space 2 ; 7 of hearts on 
to 8 of spades ; 6 of clubs on to 7 of hearts ; 

4 of spades into space 2 ; 5 of hearts on to 6 
of clubs ; 4 of spades on to 5 of hearts. 

Pack the 2 of hearts on the 3 of spades ; 
the 3 of diamonds on the 4 of clubs ; put out 
the 2 and 3 of clubs on to the ace of that suit, 
and we have secured three vacancies. 

Move the knave of hearts into one of these, 
the queen of diamonds into another. Pack the 

5 of spades on the 6 of diamonds. Move the 9 
of hearts into the remaining space. Pack the 3 
of hearts on the 4 of spades, the 10 of spades 
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on the knave of hearts, the 9 of hearts on the 
10 of spades, the 2 of spades on the 3 of hearts, 
the ace of hearts on the 2 of spades. 

The ace of hearts might, of course, be put out 
at once for the last foundation card ; but some 
players (Mr. Dudeney being among them) 
amuse theifiselves by trsdng to get the game 
into complete sequences without putting out 
more cards than are absolutely necessary. 

Transfer the 4 of diamonds sequence (three 
cards) from column 8 on to the 5 of spades ; 
the 8 of clubs sequence (six cards) on to the 
9 of hearts ; the knave of clubs sequence on 
to the queen of diamonds. To make these 
transfers we must use the vacant spaces, pre- 
viously explained. We have now five spaces. 

By the rule set out above the whole sequence 
of thirteen cards from the king of hearts down to 
the ace of hearts may now be shifted into a space. 

Move the 2 of diamonds, king of diamonds, 
king of spades each into a space ; every card 
on the board will then run ofi on to its proper 
foundation-packet, and the game is won. 

You may at any time *' worry back " by 
returning cards, one at a time, from the founda- 
tion-packets, provided that such cards will pack 
on the board according to rule. 
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NATURAL SELECTION (with One Whist Pack) 

Deal out four cards in a row, face upwards. 
If two or more are of the same suit, discard all 
but the highest (the ace being the highest of 
each suit). 

Deal out four cards more into the four 
original places. If one of the first four cards 
is on the board, the corresponding card of the 
second four is placed over it ; if there is a 
vacancy, the card dealt is put into the space. 
There will thus be four more cards visible, sjid 
cards are again thrown out therefrom, if possible, 
by the same rule as before. Whenever a space 
is made, any exposed card (i.e. any top card of 
a packet remaining on the board) tnay (but need 
not) be moved into the space ; and this will 
expose another card, which is liable to be 
thrown out, as before. 

As soon as you are at a standstill, deal out 
f om: more cards ; throw out as before. Con- 
tinue thus until the whole pack is exhausted. 
The object is to throw out every card on the 
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board except the four aces ; if any but these 
remain, the game has failed. No second deal is 
allowed. 

The rules of this game are simple, but it is 
a very difficult one,* and will frequently fail. 



Example. 
The first four cards dealt are 







Throw out the 2 and 4 of hearts, which are 
lower than the knave. 
The next four cards are : 



♦ ♦ arf[ pr? RTT 

♦♦♦ ♦ ♦ ♦ 

♦^ I**! liL-t! lo^ 



Throw out the 5 of spades, which is lower than 
the 6. Move the 9 of clubs into the space ; 
now the 6 of spades (lower than the king, thus 
exposed) is also thrown out. There is no object 
in moving the 4 of diamonds into spape 3, as 
nothing further would go out. Deal four cards 
more, which are : 



*-*! liltl L±J MLjfe 
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Throw out the 3 of clubs (lower than the 6). 
Move the 6 of clubs into space 3, which enables 
us to throw out the 8 of spades (lower than the 
king). Now we can throw out the 6 of clubs 
(lower than the 9). Move the 5 of diamonds 
into space 3, and throw out the 4 of dia- 
monds. One card of each suit being now on 
the board, we must deal again. The next four 
cards are : 







Throw out the 3 of spades. Deal again : 
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Throw out the 4 of clubs. Now the 8 of clubs 
is also thrown out (lower than the ace). Deal 
again: 









Throw out the 5 of hearts ; then the queen 
of clubs ; then the 3 of hearts. Deal again : 
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Throw out the 2 of diamonds ; then the 2 of 
clubs ; then the 10 of hearts. We have now 
arrived at the following position : 

Natural Selection (Chockered)* 






♦ 4 


* 


1 


♦ 
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which it is obvious we shaU not be able to 
clear ; not one of the aces can ever be thrown 
out, as there is no higher card of the suit. The 
game has therefore failed. 

It should be noted that, at each deal, the 
four cards must be all dealt out before we begin 
to discard. 

This game is also known by the name of 
" Rest," probably in the sense of " Residue." 
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THE CAPTIVE COSSACKS (wnn One Whist Pack) 

Take out the four deuces ^(the " Cossacks ") 
and place them in a square in the centre of the 
board. Beginning at the top left-hand comer, 
deal an outer square of twelve cards (which 
form part of the " Guards ") round the Cos- 
sacks, so as to form, in all, a soUd square of 
sixteen, in the centre of which the Cossacks are 
held prisoners. Any aces that are dealt are put 
out separately on the right hand of the board, 
their places being left vacant. 

The deuces are to remain unmoved in the 
centre of the board until after the whole pack 
has been dealt out ; but before proceeding to 
deal any more cards, as much packing as is 
possible (downward, according to suit) must be 
effected with the outer enclosure of cards. 
When no more packing of this kind can be 
done, twelve more cards are dealt round, begin- 
ning at the same comer. These are dealt over 
the cards that are already there, or into any 
vacant spaces that have been made. Aces are 
put out, and packing continued as before. No 

card may be shifted into a vacancy from an- 
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other part of the board, with the exception of 
a king, or a sequence packed upon a king. 

Four deals (of twelve cards each) will exhaust 
the pack, after which the release of the deuces 
must, if possible, J>e effected. This can only 
be done by getting a vacancy in one of the 
middle spaces of the bottom row, which^will 
expose the two deuces immediately above such 
space. These deuces are then removed and 
built upon their respective aces. The other 
two deuces are to be released in the same way, 
and all four suits are to be built, card by card, 
up to their proper kings, when the game has 
succeeded. If you get blocked, the game fails. 
No grace of any kind is allowed. 

Example. 

The Lay-out (First Round). 
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Put out ace of clubs. Put queen of clubs on 
king, and 5 and 4 of spades on 6. Deal another 
round. 




Aces: 




Put out ace of hearts. Put king of diamonds 
in space thus made, and queen on him. Put 
8 of hearts on the 9, and knave of clubs on the 
queen thus exposed. Deal again. 




Aces: 
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Put out aces of diamonds and spades. 8 and 
9 of hearts go on lo, 5 of hearts on 6, 4 on 5, 
and 3, beuig exposed, on 4. Knave of hearts 
then goes on queen, and 8, 9, 10 of hearts on 
knave. 7 of diamonds goes on 8; 10 of dia- 
monds on knave. Put 8 of clubs on 9, and 5 
of clubs on 6. Deal the last round. 
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Put 5 of diamonds on 6 ; 7 of hearts on 8 ; 
and 3, 4, 5, 6 of hearts on 7. Put 4 of d amonds 
on 5 ; knave of spades on queen. Put 7 and 8 
of diamonds on 9; and 4, 5, 6 of diamonds 
on 7. Put the 4 of diamonds on the 5, the 
knave of spades on the queen, the 7 and 8 of 
diamonds on the 9, the 4, 5, 6 of diamonds on 
the 7, the 3 of clubs on the 4. Now the 2 of, 
diamonds and 2 of hearts are set free, and are 
built on to their respective aces. Put out the 
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diamonds as far as the g, and we expose the 
other two deuces, which are likewise put out. 
The spades can now be built straight away up 
to the queen, and the hearts up to the king. 
Put the 10 of clubs on the knave, which enables 
us to complete the diamonds* The clubs now 
run out, exposing the king of spades, which, 
when put on the queen, completes the final 
packet of spades ; and the game is won. 



XIX 

VANBRUGH (with One Whist Pack) 

Place the four queens in the centre of the 
board, the four kings north, south, east, and 
west of the queens, and the knave of each suit 
adjacent to his own king. We have now to 
deal the cards one by one from the rest of the 
pack, building on the board whenever we can, 
and, if we cannot, playing on to a waste-heap, 
the top card of which can (as usual) be used 
for building. 

On each king are to go, in order, the ace and 
deuce of the same suit ; on each knave, in 
order, the 9, 7, 5, and 3 of the same suit ; i.e. we 
are to build upon the knaves downward by twos. 

Supposing the above building to have been 
done, no further progress can be made until the 
four of the suit is dealt, when the 3 is imme- 
diately transferred to the 2 on top of the king- 
heap, and on top of the 3 is placed the 4. 
Further progress is again barred until the 6 
comes along, when the 5 is transferred to the 4 
of the king-heap, and on top of the 5 is placed 
the 6. ^ 

The waste-heap may be turned and re-dealt 
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twice— three rounds in all. When a king- 
packet has been built up fo the 8, and a lo of 
the suit comes along, the 9, 10, and jack are all 
built on at once to complete the suit. Any space 
thus made by exhaustion of a knave-packet is 
to be filled up in dealing from stock, instead of 

Vanbrugh Patience. 

• (The Lay-out.) , 
1 



^^^ 











throwing out the card dealt (supposing it wiU 
not build) on to the waste-heap. 

Eventually, if the game succeeds, all the 
knave-packets run out, and the four king- 
packets which remain are crowned by trans- 
ferring on to each the queen of the same suit 
from the centre of the board. 
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As an illustration of the play, we will 
suppose that the first round has been played 
through from the above lay-out, and that 
the board then appears as is shown below: 

Vanbrugh Patience. 

(After the first round.) 






♦ ♦ ♦ 








In the centre are the four queens. Packet i 
(reading from the bottom card upward) con- 
sists of the king, ace, deuce of hearts. Packets 
3, 5 consist of the same cards in the club and 
diamond suit respectively. Packet 7 consists 
of the king, ace, 2, 3, 4, 5, 6 of spades. 

As regards the knave-packets, No. 2 com- 
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prises the kna^se, 9, 7, 5, 3 of hearts ; it has 
therefore^been completed as far as it will go for 
the^ present. Packet 4 comprises the knave, 
9, 7 of clubs; packet 6 the knave, 9, 7, 5 
of diamonds ; packet 8 the knave, 9, 7 of 
spades. 

We are now about to turn the waste-heap, 
and to deal it for the second time. The first 
card dealt is the 10 of hearts, and must be put 
aside ; then comes the 4 of hearts (put the '3 
of hearts on packet i, and the 4 of hearts on 
the three of hearts) ; then the 6 of diamonds 
(set aside, on the 10 of hearts) ; then the 3 of 
diamonds (put on packet 6) ; then the 10 of 
diamonds, the 10 of spades (both set aside) ; 
then the 4 of diamonds (transfer the 3 of 
diamonds to packet 5, and on it place the 4 of 
diamonds) ; then the 4 of clubs, the 8 of 
diamonds, the 6 of clubs, the 3 of clubs, the 8 
of clubs (all set aside) ; then the 6 of hearts 
(transfer the 5 of hearts to packet i, and on it 
place the 6 of hearts) ; then the 8 of spades 
(transfer the 7 of spades to packet 7, and 
on it place the 8* of spades) ; then the 10 
of clubs (set aside) ; then the 5 of cfaibs 
(put on packet 4) ; and finally the 8 of hearts 
(enabling us to transfer the 7 of hearts to 
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packet I, and to put the 8 of hearts on top 
thereof). 
The aspect of our board is now as follows : 

Vanbrugh Patience. 

(After the second round.) 












and we have to turn and deal our waste-heap 
for the third and last time. The order of deal- 
ing is: 

The 10 of hearts (put the 9 of hearts on 
packet I, put the 10 of hearts on the 9 of hearts, 
and the jack of hearts on the 10 of hearts, com- 
pleting the packet, and getting a space). 

The 6 of diamonds (put the 5 of diamonds on 
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packet 5, and the 6 of diamonds on the 5 of 
diamonds). 

The 10 of diamonds (put it into space 2). 

The 10 of spades (put the 9 of spades on 
packet 7, and the 10 and jack of spades on the 
9 of spades, leaving space 8 vacant). 

The 4 of clubs (put it into space 8). 

The 8 of diamonds (build the 7, 8, 9, 10, and 
jack of diamonds on packet 5). 

The 6 of clubs (put it into space 2). 

The 3 of clubs (put it on packet 4 ; as the 4 
of clubs is exposed, we can then at once build 
the 3, 4, 5, 6 of clubs in succession on packet 3). 

The 8 of clubs (build the 7, 8, 9 of clubs). 

The 10 of clubs (build this and the jack of 
clubs on packet 3). 

The queens can now be transferred on to their 
respective knaves, and the game is won. 



XX 

4 ABOVE AND BELOW (with Two Whist Packs) 

At the commencement of this game the two 
packs must be kept separate, and must be 
separately dealt, each bemg first thoroughly 
shuffled, which is, of course, a prime requisite 
in all Patience Games, though it has not been 
thought necessary to reiterate instructions to 
that effect. 

The first card dealt constitutes a '* base- 
card " and is placed by itself, the other three 
cards of the same denomination being laid in 
the same place as they turn up. Suppose our 
base-cards to be the four nines. 

The cards next above and below the 9 will 
in this case form the foundations of eight 
packets, all to be built upon according to suit ; 
but the four tens (as they are dealt) will be 
put on the left-hand side of the board, and will 
be built upon upward; while the four eights 
will be laid out on the right, and will be built 
upon downward. 

Cards which will not build are put on to four 
waste-heaps at the bottom of the board, the 
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top card of each heap being at all times avail- 
able for building, as well as the top card dealt 
from the pack. There are thus always five 
" exposed " cards in all, at any moment, any 
one of which can be built on to any one of the 
eight foundation packets. 
The following diagram shows the aspect of 

Above and Below Patience. 

(After dealing through the first pack.) 



Base-cards : 




fouhdation 
Packets 
(running 
upward) : 





Rubbish-heaps : 




Foundation 
Packets 
(running 

downward) : 



^ [♦♦I _ 



the board after the first pack has been dealt 
through. The cards happen to have come out 
very unfavourably, and it wiD be seen that 
little progress has been made. 
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The bases are the four nines, which are gathered 
together in packet i. Packets ^, 3, 4, 5 are 
being built from the tens upward, no btiildiiig 
having as yet been done upon packets 3 and 5. 
Packets 6, 7, 8, 9 are being built from the eights 
doiVnward, nothing having as yet been {daced 
upon the 8 of diamonds. At the bottom are the 
four waste-heaps. 

We have now to deal out the second pack. 
All the nines must still be placed upon packet i, 
unless and until one of the eight foundation 
packets is ready to receive the nine of its own suit, 
which will happen whenever packet 2, 3, 4 or 5 
has been built upward to the 8 (10, jack, queen, 
king, ace, 2, 3, 4, 5, 6, 7, 8) ; or when packet 
6, 7, 8 or 9 has been built downward to the 
10 (8, 7, 6, 5, 4, 3, 2, ace, king, queen, jack, 10). 

After both packs have been played through, 
the four waste-heaps are gathered up in order, 
without shujfiing, and are played through once 
again. Whenever two consecutive cards are at 
the top of two foundation packets of the same 
suit, you are permitted to transfer from one to 
the other, if this is of any assistance ; thus, if 
packet 4 has been built up to the 3 of diamonds, 
and packet 8 has been built down to the 4, 
you may move cards one by one from one of 
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these packets on to the other, which may some- 
times enable ^ou to work ofi a card from a 
waste-heap. 

The game only succeeds when each of the 
eight foundation packets has been crowned by 
its second 9 from packet i. It is very difficult to 
bring out, a great deal of skill and care being 
requisite in order to distribute the cards to the 
best advantage upon the four waste-heaps* 
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THE RISING SUN (with Two Whist Packs) 

Pick out the four black aces, the four red 
eights, and a sequence of seven cards each in 
clubs and spades from king down to 7. Arrange 
these twenty-twp cards face upward in the fol- 
lowing figure : 

The Rising Sun 

(Original Lay-out) 





♦ ♦ ♦ 


♦ ••• ♦ 





XIX 
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Now shnfile thoroughly the remaining eighty- 
two cards and begin to deal them card by card. 
The red eights and the black aces are to be 
built upon upward according to suit, the red 
packets being complete when they reach the 
king, and the black being complete when they 
reach the 6. The other fourteen black cards 
(in the horizontal and vertical rays) are to 
be built upon in alternate colours (red on 
black, then black again on red), and as 
regards denomination, according to the fol- 
lowing table: 

Ace on king 

Deuce „ queen 

Three „ knave 

Four „ ten * and vice versd. 

Five 9, nine 

Six M ^ight 

Seven „ seven 

That is to say, if we reckon knave as ii, queen 
as 12, and king as 13, every card is to nwke 
fourteen when added to the card that, is laid 
next upon it. Each of these fourteen packets 
is complete as soon as it contains four 
cards. 

Whenever a card dealt frofti stock will build 
upon the board according to the foregoing rules, 
it is placed in position ; every card dealt that 
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cannot be placed is put face upward on a waste- 
heap, the topmost card of the heap being 
always available for building upon the board 
equally with the cards that are dealt from 
stock. 

After dealing through stock once, the waste- 
heap is taken up, without being shuffled, is 
turned over, and is dealt through once again. 
If the whole pack of cards have not by that 
time been distributed into their proper places 
on the board, the game has failed. 

Careful attention is requisite throughout the 
game, as a card once placed on the board must 
never again be moved. Unless you concen- 
trate your mind upon what you are doing, you 
are apt to become confused between the two 
distinct methods of building that are pre- 
scribed for you, and a single slip will be suffi- 
cient to prevent your ever attaining the proper 
result. 

Example. 

We will suppose the first thirty cards dealt 
to be as specified in Column i below, and we 
will set out in Column 2 how each card is dis- 
posed of. 

II H 



114 



THE RISING SUN 



Column i. 

1. 9 of spades. 

2. King of hearts. 

3. 9 of diamonds.*' 

4. 2 of diamonds. 

$. 10 of clubs. 

6. 10 of diamonds. 

7. 2 of clubs. 

8. 7 of clubs. 

9. Ace of diamonds. 

10. King of spades. 

11. 2 of spades. 

12. 4 of hearts. 

13. Queen of spades. 

14. 2 of hearts. 



Column 2, 

On waste-heap. 

On waste-heap. 

On 8 of diamonds. 

On a black queen (say^ on queen 

of spades). 
On waste-heap. 
On 9 of diamonds. 
On ace of clubs. 
On waste-heap. 
On king of spades. 
On ace of diamonds. • 

On ace of spades. 
On a black 10 (say, on 10 of 

clubs). 
On 2 of diamonds. 
On queen of spades. 



(This pctcket is now complete^ and cannot receive 

any further card*) 



1$. 6 of clubs. 

16. 4 of hearts. 

17. 3 of clubs. 

18. 5 of hearts. 

19. 6 of hearts. 

20. 2 of clubs. 

21. 2 of diamonds. 

22. 9 of clubs. 

23. 5 of hearts. 



On waste-heap. 
On 10 of spades. 
On 2 of clubs. 
On 9 of clubs. 
On 8 of clubs. 
On ace of clubs. 
On queen of clubs. 
On 5 of hearts. 
On 9 of clubs. 



(This packet also is now complete^ 



24. 9 of diamonds. 

25. 10 of hearts. 

26. 9 of hearts. 

27. 8 of clubs. 

28. 6 of diamonds. 

29. 3 of diamonds. 

30. 7 of hearts. 



On 8 of diamonds. 
On waste-heap. 
On 8 of hearts. 
On 6 of hearts. 
On 8 of clubs. 
On knave of clubs. 
On 7 of spades. 
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The method of procedure will by now have 
become clear. The final result will be as shown 
in the diagram below : 

TfiE Rising Sun. 

(Completed.) 




0' 
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The progress of the game will be usually found 
smooth enough until near the end, when the 
last few cards are apt to block in a very aggra- 
vating way. 
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PATCHWORK (WITH Two Whist Packs) 

This is an improved form of a pretty Patience 
originally invented by Professor HofEmann, 
being intended by him to be played with the 
Joker. But the game is an equally good one 
(some people think it better) when played with 
two ordinary packs of fifty-two cards each. 

We begin by throwing out all the kings, 
queens, and knaves, which take no part in the 
game. Next we form the foundation of our 
quilt by selecting and laying out the eight aces 
in the form shown below. 

From this central figure we have to develop 
a complete patchwork quilt of the eighty cards, 
dealing card by card from stock, and fitting 
each card into place, as it turns up, according 
to the following rules : 

I. A card can only be placed so as to touch 
one that is already on the board, either hori- 
zontally, vertically, or diagonally. (The pro- 
cess is, in this respect, the same as in the familiar 

" Poker Patience.") 
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2. Horizontal and vertical lines of card 
must be alternately red and black; diagonal 
lines are always of the same colour. 

3. The denominations of -the cards must be 
according to the pattern on page 118, in which 

Patchwork Patience. 

(The Lay-out.) 
















red cards are shown plain, and black cards 
shaded. 

Whenever a card cannot be fitted into the 
quilt, under the preceding restrictions, it is 
placed in one of three waste-heaps, the top card 
of each heap being always available for the 
lay-out. 

Below is shown the quilt in process of for- 
mation. The cards have come out well, and 
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there is no card of any denomination or 
colour that cannot now be fitted, with the 

Patchwork Patience- 

(The Pattern.) 



exception of a lo. Only two waste-heaps 
are in use. It will in most cases be found 
very easy to bring the game to a successful 
conclusion. 
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Patchwork Patience. 

(In Progress.) 
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